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Note: Prior to starting the 
game you will be required 
to use one of the 
keywords appearing on 
the first thirty pages of this 
manual (see page 12). 
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A TRAIN 
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INTRODUCTION 
FE 


elcome to Railroad Empire, a 
challenging simulation of building and 
managing a transcontinental railway. 
You must carefully plan your routes and 
successfully direct the operations of the 
railroad company. Within one year you 
must construct a transcontinental 
railway so that the VIP train can make 
a cross country trip. 


HISTORY 


On May 10, 1869, on a lonely pla- 
teau at Promontory, Utah, 
two tiny locomotives 
stood nose to nose 
on a single track. A 
golden spike was 
driven at the point 
where the east- 
bound Jupiter of 
the Central Pacific 


PHOTOGRAPH COURTESY OF THE OAKLAND MUSEUM 


and the westbound No. 119 of the Union 
Pacific met, completing America’s first 
transcontinental railway. 


The floodgates to the American West 
were opened. Previously, emigrants had 
taken months to move their families by 
wagon train. Now a settler could move 
his family and belongings from coast to 
coast in just seven days. In addition, his 
crops gained swift and economical 
access to ever expanding markets. 


The Big Four—Huntington, 
Crocker, Stanford, and 
Hopkins—parlayed 
their belief in the 
railroad into finan- 
cial empires. Now 
it’s your chance to 
build your own 
Railroad Empire. 
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AN IMPORTANT NOTE! 


This is a complex 
simulation, rich in detail 
and nuance. Every 
effort has been made to 
capture all of the 
factors faced by those 
who pioneered the 
transportation industry. 
Please read the in- 
structions in this 
manual carefully before 
trying to play the game. 
The information is 
absoutely necessary for 
you to begin to under- 
stand all aspects of this 
simulation. 
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* KEYWORD e 


BRAKEMAN 


our objective is to construct a 
trans continental railway within one 
year so that a VIP train can make a 
cross country trip. However, your task is 
complicated by the terrain you must 
cross, limited physical and financial 
resources, as well as limited time. 


As head of the railroad company, you 
must carefully balance the diverse 
responsibilities of choosing your routes, 
managing resources for expansion of the 
railway, scheduling trains to avoid 
collisions, and operating passenger 
trains to generate revenues. Your suc- 
cess depends on your ability to effec- 
tively construct the railway network 
while profitably managing the company. 
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OVERVIEW 
FOE 


To construct the railway network, 
you will use a special train, designated 
the A Train. The A Train is the only 
train which can lay rails on the map. 
You may place rails only in open areas 
on the map or by using the bridges and 
tunnels available to cross rivers and 
mountain ranges. 


It will also be necessary to build 
stations along your routes. These sta- 
tions serve as stops for your passenger 
trains. When passengers disembark at a 
station, your company collects a fare 
from each passenger proportional to the 
distance from the station where the 
passengers got on. In addition, as time 
passes the population of the area 
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BRIDGES 
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FE 


¢ KEYWORD ¢ 


CABOOSE 


around a station will grow in proportion 
to the number of passengers that pass 
through the station. If the station is 
near farm land, you may even see some 
of the farm land converted to urban use. 
The larger the population, the greater 
the number of passengers likely to use 
the trains. 


In order to generate sufficient 
revenue to expand the railway, it will be 
necessary to run as many passenger 
trains as possible. To keep trains from 
colliding with each other you can sched- 
ule the departures for each train at each 
station. This allows you to maintain 
proper spacing between multiple trains 
operating on the same set of tracks. 


SAVING ALL 10 PROVWECES OF CAmasa 
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You can also control traffic flow by 
carefully placing switches. Each switch 
can be configured to specify the path for 
each train. 


In the course of managing your SYSTEM 
railroad company, you must avoid any 
accidents involving the A Train or the 
VIP Train while staying out of bank- 
ruptcy. If any of these events occur or 
your 1 year expires, you will lose the 


game. 
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CASEY JONES 
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COAL 


HAT YOU WILL NEED: 


¢ An IBM PC, XT, AT, PS/2, or 
compatible 

¢ DOS 2.11 or higher 

¢ 384K RAM 

¢ 1 floppy drive or hard disk 

¢ CGA, EGA, MCGA, or VGA compat- 
ible display adapter and monitor 


SETTING UP THE PROGRAM: 


There are three disks in your Rail- 
road Empire package; the Program Disk 
and two Map Disks. The program 
operates in 4 color mode on CGA and 
MCGA systems, and 16 color EGA mode 
on EGA and VGA systems. 


MAKING A BACKUP COPY OF 
RAILROAD EMPIRE: 


For your convenience we have not 
copy protected the Railroad Empire 
disks. They can easily be copied using 
standard DOS commands (COPY, 
XCOPY, or DISKCOPY). You should 
immediately make a backup copy of the 


program and use the backup copy for 
normal use. The original disks should 
be placed in a safe place. If you are 
unfamiliar with standard DOS com- 
mands, following these instructions to 
make a backup copy: 


1. Insert your Railroad Empire program 
disk into Drive A:. 


2. Insert a blank formatted disk in 
Drive B:. 


3. Type COPY A:*.* B: and press Enter. 


4, Repeat steps 1 — 3 for each of the 
Map Disks. 


5. Put the original disks in a safe place 
and use the backup copies. 


INSTALLING RAILROAD EMPIRE 
ON YOUR HARD DISK: 


For your convenience we have not 
copy protected the Railroad Empire 
disks. The program can easily be copied 
to any available hard disk. The instruc- 
tions that follow assume your hard disk 
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* KEYWORD « 


COUPLER 


is Drive C:. If you are installing to a 
drive other than C:, substitute its letter 
for C: in these instructions. 


1 


. At the C> prompt, type MD\RE and 


press Enter to create a subdirectory 
to hold the program. 


. Type CD\RE and press Enter to 


change directories to the subdirectory 
you just created. 


. Insert the program disk in Drive A:. 


. Type COPY A:*.* and press Enter to 


copy the files. 


. Repeat steps 3 and 4 for each of the 


Map Disks. 


Railroad Empire has been successfully 
installed on your hard disk. 


STARTING THE GAME: 


At the DOS prompt, type RE and 
press Enter to start the game. The title 
screen will then be displayed. The 
program will attempt to automatically 
sense the type of display adapter you 
have and properly configure itself. 
However, you may override this identifi- 
cation if you encounter problems. To 
force the program to run in CGA mode, 
type REC and press Enter. To force the 
program to run in EGA mode, type REE 
and press Enter. 


The title screen will then be dis- 
played. You may press the Spacebar 
while the theme music is playing to 
immediately begin the game. You can 
choose to start a new game or resume a 
previously saved game. 


You will then be able to choose 
which drive from which you would like 
to load your game map. You may choose 
to load your map from your floppy drive 
or your hard disk if you have one. 
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* KEYWORD « 


DINING CAR 


Next, choose the game map you 
would like to use. Two maps are sup- 
plied with the game. The first is a map 
of the United States and the second is a 
map of Europe. The American map is a 
good choice to learn the game since its 
terrain is less complicated than that of 
the European map. Additional maps are 
available directly from Seika. 


You will now be asked to enter the 
key word from the manual correspond- 
ing to a particular page number. These 
key words appear in special boxes in the 
manual and are arranged in alphabeti- 
cal order. When you supply the correct 
key word, you will be able to play the 
game. If you supply the incorrect key 
word, the prompt will remain until you 
enter it correctly. 


You are now ready to begin the 
game. First, let’s familiarize ourselves 
with the components of the game 
screen. 
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THE GAME SCREEN 


This screen is a window onto the 
scrolling map where your game takes 
place. 
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The A Train 


Station 
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ENGINE 
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There are several items which are 
important to identify: 


(fn) A Train 
Passenger Trains 


== Cargo Trains 


Lv Station 


Rails 
[— _ Train Stop 


_—— 
4 Bridge 


)) ( mma 
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GOLDEN SPIKE 
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The VIP Train is housed on a special 
section of track: 


| Azdays 10AM, 
” 


F1_ LAY RAIL F2 SWITCH FS STATION |F4 SCHED (FS SATELUTE « LAY RAIL 
FG REPORT 1 F7? REPORT 2 FS “FILE EFS QUIT | F10 TEA TIME LOAD 


VIP Train 
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HOBO 
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The final destination for the VIP 
Train is a similar special section of 
track on the west coast near Los Ange- 
les, California: 


hi 
cuneate 
CCOcCo Con 


A3days 3PM. | 
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Destination for the A Train 


¢ KEYWORD ¢ 


IRON HORSE 


You will issue commands from the 
keyboard which will bring up dialog 
boxes for additional commands if 
needed. There are ten basic functions 
assigned to the ten function keys as 
referenced at the bottom of the screen. 
Here is a summary of the function keys: 


F1 Lay Rail: Lay or withdraw rails 
using the A Train. Rails can be laid or 
withdrawn between 5:00 a.m. and 7:00 
p.m. This mode is also used to run the A 
Train to get more rails. 


F2 Switch: Specify the action taken 
by each train when it encounters the 
switch. These settings can only be speci- 
fied between 7:00 p.m. and 5:00 a.m. 


F3 Station: Construct or remove a 
station above or to the left of the tracks. 
Stations can be constructed at any time. 


F4 Sched: Schedule the departures for 
trains from a given station. Departures 
can be scheduled between 7:00 p.m. and 
5:00 a.m. 
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¢ KEYWORD ¢ 


PHILADELPHIA 
FLYER 


F5 Satellite: This mode gives you a 
global view of the map. From here you 
can quickly direct the magnified map 
window to a particular train. This mode 
can be used at any time. 


F6 Report 1: This report shows a real 
time display of the activity of each train 
including the number of passengers 
carried. This mode also lets you pur- 
chase a replacement train after colli- 
sions. You may view this report at any 
time. 


F7 Report 2: This report has two parts. 
The first part gives you a summary of 
your current financial position includ- 
ing Assets and Income/Loss. If you press 
Enter you will get a detailed itemization 
of your expenses. This report is avail- 
able at all times. 


F8 File: Save your current game, load 
a saved game, or start a completely new 


game. 


F9 Quit: Quit the game and exit to 
DOS. 


F10 Tea Time: Pause the game. 
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USING THE MENUS 


In many cases, pressing the function 
keys will bring up a dialog box which 
permits you to make additional choices. 
Some of these dialog boxes have mul- 
tiple selection areas. Use the up and 
down arrow keys to move from one 
selection area to another. Use the left 
and right arrow keys to move the cursor 
to the desired option. You do not have to 


press Enter to confirm the selections. Sinus ave hae auindainel 
areas in this dialog box. 


Lay Rail Mode 


Function 


Material 


Select using < >| y Cancel My Esc | 
Move the @ train using Shift and Num Pad 
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RAILROAD 
CROSSING 


MOVING THE A TRAIN 


When in the Lay Rails mode, you 
may move the A Train by holding down 
the Shift key and using the numeric 
keypad at the right side of your key- 
board. 


Hold down Shift and then press the 
key on the numeric keypad correspond- 
ing to the desired direction (illustration 
at top left) 


SCROLLING THE MAP 


You may scroll the map using the 
alphabetic keys on the left side of the 
keyboard (illustration at left). 


CONTROLLING THE GAME SPEED 


You can selectively slow down or 
speed up the game using keys G 
through L (illustration at bottom left). 


It is often advantageous to slow 
down the game while you are laying 
rails or studying the map. You can 
speed up the game when you have 


established passenger train routes 
and you are trying to generate revenue. 


OTHER KEYBOARD COMMANDS 


There are several other keys that 
are assigned specific functions in Rail- 
road Empire: 


Enter Confirm selections made 
from full screen prompts. 


Ese Close a dialog box. 


SHORTCUT COMMAND KEYS 


The following keys are designed to 
permit quicker operation by experienced 
users: 


Ins Invoke the Lay Rails mode. 
This is equivalent to the Lay 
Rails selection available after 
pressing F1 but does not 
bring up the LAY RAILS 
mode dialog box. The current 
mode is indicated in the 
lower right corner of the 
screen. 
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RAILS 
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SANTA FE 


Del 


Home 


Set current mode to With- 
draw Rails. This is equiva- 
lent to the Withdraw Rails 
selection available after 
pressing F1 but does not 
bring up the LAY RAILS 
mode dialog box. The current 
mode is indicated in the 
lower right corner of the 
screen. 


Invoke the Running Mode for 
the A Train. This is equiva- 
lent to the Running selection 
available after pressing F1 
but does not bring up the 
LAY RAILS mode dialog box. 
The current mode is indi- 
cated in the lower right 
corner of the screen. 


Toggle between the Load 
and Unload modes. This is 
equivalent to the Load and 
Unload selections available 
after pressing F1 but does 
not bring up the LAY RAILS 
mode dialog box. The current 


Spacebar 


Gray+ 


Gray- 


mode is indicated in the 
lower right corner of the 
screen. 


Toggle between the Lay Rail, 
Withdraw, and Running 
modes. This is equivalent to 
the Lay Rail, Withdraw, and 
Running modes available 
after pressing F1 but does 
not bring up the LAY RAILS 
mode dialog box. The current 
mode is indicated in the 
lower right corner of the 
screen. 


The + key on the numeric 
keypad will allow you to 
build a station. It is equiva- 
lent to using F3 but does not 
bring up the dialog box. 


The - key on the numeric 
keypad will allow you to 
remove a station. It is equi- 
valent to using F3 but does 
not bring up the dialog box. 
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SCHEDULE 
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SLEEPER CAR 


our general strategy should follow 


these steps: 


i. 


Use the A Train to construct a pas- 
senger route that is a closed loop. 


. Build some stations along the passen- 


ger route. 


. Schedule the passenger trains for the 


route. 


. Start the passenger trains running to 


generate revenues. 


. Use the cargo trains to get additional 


materials. 


. Expand the railway network until 


you reach the goal. 


. Run the VIP Train to its destination. 


You should save your game fre- 


quently so that you can resume it from 
a previously saved state. This will allow 
you to try different courses of action 
without having to start the game over 
from the very beginning. Let’s look at 
each of the tasks you must perform. 


LAYING RAILS 


As previously mentioned, you can 
only lay rails with the A Train between 
5:00 a.m. and 7:00 p.m. The current 
date and time are displayed in the lower 
right corner of the map. In addition, if 
you have an EGA or VGA display, as the 
time of day changes, the color of the 
map will also change. 


Press F1 to bring up the LAY RAILS 
mode dialog box. You may now use Shift 
and the numeric keypad to move the A 
Train. As you lay rails, the amount of 
rails carried by the A Train will de- 
crease by 10 tons for each map unit you 
cover. Naturally, you cannot lay rails to 
form a 90 degree turn since the trains 
could not possibly negotiate such a turn. 
All turns must be made at 45 degree 
angles. 


You can create a Train Stop by 
reversing the path of the A Train. 
When trains come upon a Train Stop, 
they will reverse directions. If a train 
other than the A Train comes to the end 
of the tracks and there is no Train Stop, 
it will run off the tracks and crash. 
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STATION 


You can also pick rails back up by 
using the Withdraw mode. This allows 
you to change your mind and choose an 
alternate route. 


You can create a switch at any point 
by simply branching off in another 
direction with the A Train. Later, you 
will be able to specify the path for each 
train when it encounters this switch. 


RUNNING THE A TRAIN 


When you have exhausted the 
supply of rails, you must run the A 
Train back for more rails. There is a 
limited supply of rails at the starting 
point which you can retrieve using the A 
Train. When this supply is exhausted, it 
will be necessary to use the cargo trains 
to bring additional rails. 


To run the A Train, press F1 to bring 
up the LAY RAILS mode dialog box. 
Use the right arrow key to move the 
cursor to RUNNING. Hold down the 
Shift key and press the key on the 
numeric keypad corresponding to the 


direction you would like the A Train to 
travel. The A Train will begin running 
along the tracks. To stop the A Train, 
press the 5 key on the numeric keypad. 


There are two modes for the A Train 
when it is running; LOAD and UN- 
LOAD. These refer to the action taken 
by the A Train when it encounters a 
station. In the LOAD mode, the A Train 
will attempt to load as many rails as it 
can until its capacity of 490 tons is 
reached. In the UNLOAD mode, the A 
Train will unload its rails when it 
reaches a station. This allows you to 
move rail supplies to where they are 
most needed. Normally you will run the 
A Train in the default LOAD mode to 
retrieve additional rails. 


BUILDING STATIONS 


Stations can be built at any time by 
pressing the F3 key to bring up the 
STATION mode dialog box. A square 
cursor will also appear on the map. Use 
Shift and the numeric keypad to move 
this cursor to the desired location for 
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¢ KEYWORD ¢ 
TIE 


your station and press Enter. A station 
can be built just above a horizontal 
stretch of tracks or to the left of vertical 
section of tracks. When building sta- 
tions, remember that each one costs 
$4,000 to build. Your revenues are 
directly proportional to the distance 
travelled by the passengers. As a result, 
you should try not to build too many 
stations too close together since this 
does not maximize your profits. 


SCHEDULING TRAINS 


Now that you have constructed a 
passenger loop, you must schedule the 
trains that will be running on this loop. 
If you do not specify a schedule, each 
train will stop at each station for 1 hour. 
This may not be long enough to prevent 
collisions between the trains that share 
the loop. Departures can be scheduled 
only between 7:00 p.m. and 5:00 a.m. 


To schedule trains, press F4 to bring 
up the SCHEDULE mode dialog box. 
A square cursor will appear on the map. 
Use Shift and the numeric keypad to 
move the cursor to the station whose 
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departures you would like to schedule 
and press Enter. You will then be given 
a departure schedule for the station for 
all trains. Use the cursor keys to select 
the train and its departure time. Shown 
below is a sample of scheduled depar- 
tures which will avoid collisions: 


Departs at 12:00 
(2X(P) Departs at 6:00 


CO 
Oe) 


i ||| | 
Departs at 6:00 


(2) (P) Departs at 12:00 


It is a good idea to leave at least 4 
hours between train arrivals so that a 
sufficient number of passengers can 


congregate at the station. 
« KEYWORD 


TRACK 
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WATERTOWER 


Cargo trains can also be scheduled. 
This can be an important step in pre- 
venting the wasted loading and unload- 
ing of materials when a cargo train is 
running past stations unnecessarily. 


RELEASING TRAINS FROM 
THE YARD 


Once you have set up a departure 
schedule that will prevent collisions, 
you can release the trains into the loop. 
This is done by using the A Train to lay 
a rail path connecting the loop to the 
selected train in the yard (illustration 
below). 


[—@oO—] 
[pr OOo] 
ee 
[—@0—] 
[—OoO—] 
Sa TU oar Orem: 


When the A Train moves to the right, it 
will connect the rails to the 0 Passenger 


Train. The 0 Passenger Train will leave 
the yard 24 hours later. 
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Once connected, the selected train 
will leave the yard in 24 hours. You 
must also be sure that the A Train is out 
of the way when the passenger trains 
start their runs. This can be done by 
creating a side track to hold the A Train 
(illustration below). 


[—@©0—] 
eed 8, Sl 
[—©o—] 
[—@0—] 
oar sad 


This is a safe place 
for the A Train as 
the 0 Passenger 
Train leaves the yard. 


USING SWITCHES 


Your primary traffic control other 
than departure schedules is the use of 
switches. This is useful in a number of 
cases. For example, while you are 
expanding the passenger loop with the 
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A Train, you could keep all the passen- 
ger trains in the loop by specifying the 
switch (illustration below). 


All trains are specified 
to go straight through this 
switch, thereby avoiding 

a collision with the A Train. 


When the loop expansion has been 
completed, you can change the switch 
specification to permit the trains to use 
the new stretch of rails. 


To specify a switch, press the F2 key 
to bring up the SWITCH mode dialog 
box. A square cursor will appear on the 
map. Use Shift and the numeric keypad 
to move the square cursor to the switch 
you would like to specify and press 
Enter. You will then be able to specify 
the action taken by each train when it 
reaches the switch. 
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EXPANDING THE NETWORK 


Once you have established a reve- 
nue generating passenger loop, you can 
begin expanding your railway network. 
To do this, you will need to use the 
cargo trains in the yard to bring addi- 
tional rails to the A Train. 


One way of accomplishing this is to 
build an overlapping route for the A 
Train and a cargo train which share a 
common station (illustration below). 


Switch set so the 
B Cargo Train will 


— — Path of the B Cargo Train 


Path of the A Train 
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The switches are set so that the 
amount of track shared by the two 
trains is minimized. The cargo train 
travels through its loop to the yard 
carrying rails. You can then run the A 
Train back to the shared station to get 
additional rails when the cargo train is 
elsewhere in the loop. 


Another way to accomplish this is to 
build a loop for the cargo train with a 
station located to the left of a vertical 
section of track. The A Train can then 
share the station with a horizontal 
section of track without intersecting 
the route of the cargo train (illustration 
below). 
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This has the advantage of com- 
pletely avoiding collisions between the 
cargo trains and the A Train. 


THE COSTS OF DOING BUSINESS 


You initially start the game with 
$200,000. However, this amount is not 
sufficient to reach your goal. Your sole 
source of additional income is the fare 
collected from passengers on your 
railroad. The amount of revenue gener- 
ated is directly proportional to the 
number of passengers and the distance 
travelled. The distance travelled is 
measured in a straight line from one 
station to the next, not the actual 
length of the rails traversed by the 
train. For example, transporting 50 
passengers a distance about two screen 
widths will yield about $500 in reve- 
nues. Remember that the population 
around the stations will grow as more 
passengers disembark. Likewise, the 
number of passengers who will use your 
railroad will also increase. 
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The following table shows the costs 
associated with specific items in the 


game: 
Item 


Fuel 


Lay Rails 
Withdraw Rails 


Lay a Tunnel 


Withdraw a Tunnel 
Build a Station 
Remove a Station 


A Train Gets Rails 


Cost 


$10/map unit for 
each train 


$10/map unit 
$20/map unit 
$100/map unit and 
5 times the normal 
consumption of 
rails 

$200/map unit 
$4,000 each 
$2,000 each 


$500 if more than 
250 tons 


Item 


Load or Unload 
Rails 


Restore Accident 
Using The A Train 


Purchase Train 


Set Switches 


Schedule Trains 


Accident Damage 


Taxes 
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Cost 


$40 if more than 
250 tons loaded or 
unloaded for all 
trains 


$1,000 


$2,000 each for 
either passenger or 
cargo trains 


$10/train for each 
switch 


$10/train for each 
station 


$4,000 for each 
house destroyed 


Variable based on 
asset value 
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RUNNING THE VIP TRAIN 


The last step in the game is to 
connect your railway to the VIP Train 
so that it can make its cross country 
trip. Like the other trains, it will depart 
24 hours after you connect a rail path to 
its special section of track. 


OTHER MAPS 


The European map is more complex 
than the American map. You will face 
even greater challenges as you attempt 
to find the best routes to cope with the 
geography. In order to accomodate the 
map, it was necessary to rotate it 
slightly. As a result, North is not 
straight up on the screen. 


The following hints will help you with 
the European map: 


1. Construct a profitable passenger line 
in Italy. 


2. The population in France will grow 
faster than in other countries. 
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3. If you find that a farm blocks your 
desired path, build a station near the 
farm. As time passes, the farm land 
will be claimed by the growing city. 
You will then be able to continue 
laying rails on your desired route. 


4. Be careful not to accidentally create 
switches when laying rails through a 
tunnel. Since this is essentially a 
blind operation, great care must be 
exercised. 


5. The VIP Train starts its trip in 
England and its destination is Turkey. 


Additional maps are available di- 
rectly from Seika Corporation. 
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